Community Informatics Studio: A Model of Information Scholarship in Action by Wolske, Martin et al.
COMMUNITY	  INFORMATICS	  STUDIO:	  A	  MODEL	  OF	  INFORMATION	  SCHOLARSHIP	  IN	  ACTION	  
Ryne	  Leuzinger	  (leuzing2@illinois.edu)	  Lucas	  McKeever	  (lmckeev2@illinois.edu)	  Emily	  Bayci	  (bayci1@illinois.edu)	  Jennie	  Archer	  (enger2@illinois.edu)	  Colin	  Rhinesmith	  (crhines@illinois.edu)	  MarEn	  Wolske	  (mwolske@illinois.edu)	  
What	  is	  Community	  InformaAcs?	  
Community Informatics is focused on “using technology to support community development 
goals” (Stoecker, 2005) and is also “a sustainable approach to community enrichment that integrates 
participatory design of information technology resources, popular education, and asset-based development 
to enhance citizen empowerment and quality of life” (Campbell & Eubanks, 2004). 
[Campbell, N. D. & Eubanks, V. (2004). Community informatics as a pathway to social change. Retrieved from http://
www.brillomag.net/COPC/CI] 
[Stoecker, R. (2005). Is community informatics good for community? Journal of Community Informatics, 1(3). Retrieved from 
http://www.ci-journal.net/index.php/ciej/article/view/183/129] 
What	  is	  the	  Studio	  Model?	  
Studio-based learning (SBL) is rooted in the apprentice model of learning in which students study with 
master designers or artists to learn their craft. The pedagogy emphasizes learning by doing and could be 
described as an approach that favors learning to be a professional as opposed to learning the knowledge 
needed to be a professional. 
	  Studio	  Model	  ObjecAves:	  
Individual: Uses real-world projects and studio-based learning/apprenticeship pedagogy to provide 
students with the opportunity to develop the skills necessary for being professionals in their field of study. 
Team: Exposes students to various professional frameworks as members of an interdisciplinary 
collaborative team working together within a studio space. 
Community: Provides students opportunities to engage in meaningful dialogues and to work with different 
socio-economic and culturally-based communities. 
Project: Affords students the opportunity to engage in multiple phases of a large-scale community project 
to foster their project management skills.	  
RANDY	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“The common experience of oppression or discrimination that 
popular education uncovers then becomes the basis for a 
deeper analysis by the group, as they collectively analyze 
what may be causing that oppression/discrimination. That 
collective analysis can identify targets, and the group then 
develops strategies for approaching those targets.” 
[Stoecker, R. (2005). Research methods for community change: A project-
based approach. Thousand Oaks, CA: Sage Publications Inc.] 
“We will not have substantive positive social change related 
to technology until there is an epistemic change, or an 
increased awareness of how technology shapes our sense of 
community and self.” 
[Eubanks, V. (2011). Digital dead end: Fighting for social justice in the 
information age. Cambridge, MA: The MIT Press.] 
“Because it is a distortion of being more fully human, sooner 
or later being less human leads the oppressed to struggle 
against those who made them so. In order for this struggle to 
have meaning, the oppressed must not, in seeking to regain 
their humanity (which is a way to create it), become in turn 
oppressors of the oppressors, but rather restorers of the 
humanity of both.” 
[Freire, P. (1993) Pedagogy of the oppressed. New York, NY: 
Continuum.] 
“We are teaching people to teach, as well as                          
learn; to be entrepreneurs, and not just 
consumers; to build their own communications 
networks that match to the social networks in 
their neighborhoods.” 
“Technology learning has been positioned as an individual 
endeavor. We are engaging media and technology as 
pathways for communities to learn together and to become 
connected with one another.” 
[Nucera, D. (Director) (2012, October 9). Allied Media Projects. LIS 490 
ST. Lecture conducted from University of Illinois at Urbana-Champaign, 
Champaign, IL.] 
“Only by participating in the common intelligence and 
sharing in the common purpose as it works for the common 
good can individual human beings realize their true 
individualities and become truly free.” 
[Dewey, J. (2008). The collected works of John Dewey. Carbondale, IL: 
Southern Illinois University Press.] 
STUDIO-­‐BASED	  LEARNING	  APPLIED	  
INTRODUCTION	   THEORISTS	  
Desk	  CriAques:	  
•  Promoted a deeper understanding of theories and popular education-style workshops by 
identifying students’ misconceptions and encouraging workshop revisions. 
•  Used group critiques, individual critiques, journals, and workshop dress rehearsals to 
offer constructive feedback that helped students move forward with their work. 
Guest	  Speakers:	  
•  Modeled how to plan and facilitate workshops. 
•  Concretely connected theories to practices from a community informatics perspective. 
Class	  Culture:	  
•  Encouraged open and honest communication and feedback from students and teachers. 
•  Demonstrated how popular education works and modeled how students should 
facilitate their workshops. 
•  Tracked student progress through journals, workshop outlines and justifications, and 
recordings of final presentations.	  
FINDINGS	  
We believe that to fully capitalize on Studio-Based Learning as pedagogy 
within library and information science practitioners should: 
•  Include students in the community engagement process.   
•  Work with community representatives to ensure continued community 
involvement after the semester has finished. 
•  Begin desk critiques earlier in the course. 
•  Provide opportunities for students to continue their studio work through 
a second iteration of the course, a practicum, or an independent study. 
RECOMMENDATIONS	  
Uncovering	  Art	  in	  C-­‐U:	  Forming	  partnerships	  to	  share	  and	  promote	  artwork	  and	  address	  issues	  of	  concern	  to	  arAsts	  
in	  Champaign-­‐Urbana	  (Ryne	  Leuzinger)	  
This workshop seeks to bring together members of a local arts community to engage in a discussion related to 
forming new partnerships and addressing common obstacles.  
Preserving	  Local	  History	  One	  Voice	  at	  a	  Time:	  A	  Popular	  Technology	  Workshop	  for	  Teens	  (Jennie	  Archer)	  
 This workshop aims to raise teenagers’ awareness of their positions within their communities and to remind them 
that their voices and experiences matter.    
Queering	  the	  C-­‐U	  Wiki:	  (Lucas	  McKeever)	  
Due to the nature of wiki-sites, the goal of “Queering the C-U Wiki” was to equip LGBT members of the community 
with the skills required to ensure their past and present do not go undocumented.   
COMMUNITY	  INFORMATICS	  STUDIO	  WORKSHOPS	  
Seniors	  Step	  Forward:	  Increasing	  Technology	  Awareness	  and	  Sharing	  it	  with	  Your	  Peers	  (Emily	  Bayci)	  
This workshop was aimed towards senior citizen African American women. The goal was to help them learn 
that they are not alone in their quest to learn technology and to help them reach an understanding about why 
they feel it is necessary to learn technology. 
Although our workshops took very different forms, we believe that the following 
Community Informatics values are key in order to fully capitalize on using studio-based 
learning in library and information science (LIS) teaching, research, and practice: 
•  Taking a sustainable approach to community enrichment 
•  Approaching communities with an asset-based perspective 
•  Using popular education and participatory design models 
•  Putting the collective goal first and technology second 
•  Recognizing difference as a resource 
•  Teaching, researching, and practicing with community 
•  Working towards a more just society 
•  Building healthy communities 
•  Helping participants learn more about themselves 
•  Providing opportunities for all participants to develop versatile skills 
•  Accepting all levels of technology adequacy 
DISCUSSION	  
To learn more about the community informatics studio 
model and our workshops, please scan the QR code or  
visit www.prairienet.org/op/dmliteracy/ 
LEARN	  MORE	  
Community Informatics Studio Class, Fall 2012 
Graduate	  School	  of	  Library	  and	  InformaEon	  Science,	  University	  of	  Illinois	  at	  Urbana-­‐Champaign	  
Poster	  Number:	  474	  
Lackney's (1999) Description of the Stages of the Studio Model 
“Elements of the studio based approach include the design problem/project, periodic lectures, desk critiques, 
juries of preliminary and final design products, and the exit interview.” 
“During the desk critique, the studio instructor reviews the student's progress in solving the design problem 
by reviewing the student's preliminary work. The studio instructor suggests particular revisions in the design 
that he or she feels will better solve a particular aspect of the problem. Following the desk critique, the 
student is expected to more fully explore and test these options and suggestions by revisiting his or her 
solution. The studio instructor will then review the outcome of the student's revised solution suggesting 
further changes and refinements. This process of revisiting and revising alternative design solutions is 
referred to as ‘design iteration.’ The student may produce dozens of design iterations before the final design 
solution is arrived at.” 
[Lackney, J. A. (1999). A history of the studio-based learning model. Retrieved from http://www.edi.msstate.edu/work/pdf/
history_studio_based_learning.pdf] 
[Adapted from Brocato, K. (2009). Studio based learning: 
Proposing, critiquing, iterating our way to person-
centeredness for better classroom management. Theory Into 
Practice, 48, 138-146.] 
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